
















































































(DiscCaimer 


This document is a word-for-word digital copy of the printed Ultima I manual that 
came with the re-distributed Ultima 1 with enhanced EGA graphics. It is intended to 
accompany the Ultima 1-6 CD compilation. Origin apparently decided that this 
document was not necessary for redistribution when putting the CD together. However, 
there's a wealth of information about the world of Ultima 1 within the pages of this 
document. I find the exclusion of this document from the Ultima 1-6 CD to be an 
oversight. The game can't be played or enjoyed to its fullest extent without the 
information provided here. Thus, the existence of this document. 

I tried to keep the documentation as close to the original as possible. However, I did 
take the liberty to correct a few minor grammatical and spelling errors. Millions of 
thanks go out to both Brian Reynolds ( hurin@siIcom.com ) and Scott Leonard (e-mail: 
TrigonMan3@aol. com , web address: http://members.aol.com/trigonman3/ultima.html ) 
who provided me with photocopies of their Ultima I documents. Without their help (and 
Origin’s), this document wouldn’t exist. Both were identical, but each had slightly 
different scan qualities, so I combined the best of each to make this document. 

I scanned in the graphics that existed in the re-distributed Ultima 1, but did not color 
them. I would like to color them, but I am all colored-out. These documents have taken 
more of my time that I care to admit and am more interested in getting them released than 
coloring the graphics. If someone wishes to color the graphics in this document, e-mail 
me and I’ll get you the original black and white scan. This document is provided "as is". 
No warranty is expressed or implied. 

The electronic version of this document is not endorsed or supported by Origin (OSI). 
I am not an employee of Origin, and am not affiliated with them in any way. I just really 
like Ultima, and wanted to fill in the glaring gap of information Origin supplied to the 
owners of the Ultima 1-6 CD. Please do not charge any money for this document in any 
shape, manner or form. I charge no money for this, and neither should you. This whole package 
is freeware. Please do not make changes to this archive and then re-distribute it. You may not 
chunk this fde into something smaller, and always be sure that the contents of this archive is 
unmodified. 

If you have any comments, questions, suggestions or problems, direct them to 
micro@psyber.com. In the meantime, please enjoy! 

Ultima and Lord British are registered trademarks of Richard Garriott. Avatar, Quest of the 
Avatar, Spell Book of the Eight Circles are trademarks of Origin Systems, Inc. All Rights Reserved. 



























































iMondain the Wizard hath wrought his malice wed. Our nobles Sicker amongst 
themselves, and each hath retired to the confines of his keep in hopes of watching the 
downfad of his rivals. Verily, the \Evil One hat heaped indignity upon curse by 
releasing upon the (Realm a host of creatures and 6easts so bloodthirsty and wicked that 
our defenseless people fad as grain before the reaper’s scythe. 

These denizens of the underworld hold sway over ad that can be surveyed, save for 
the strongholds of the nobles besotted with their own ambition. Nowhere in our once 
peaceful country may a traveler find safe passage or lodging, save in the keeps of the 
self-proclaimed kings—and they demand hard labors for their indulgences. 


The Adventure 


fail, Noble One! Our land is in need of a stalwart hero, one who will brave 
§ “M perils too horrific to consider. A plague has befallen the Realm, a scourge is 
"—upon the land! Our villages lie sacked, ruinous mounds of ashes where once 
trod peasants stout of heart and sound of mind, where once lay fields of grain and fruit, 
where fine and fowl grew fat upon the bounties of our fair Sosaria. Ad manner of 
wicked and vile creatures prey upon our people and ravage the land. ‘Tis the doing of 
one so evil that the very earth trembles at the mention of his name. 





























































Only the young Lord (British remains steadfast in the vision of a peaceful and 
unitedSosaria. In his castle and his towne the pure of heart will find an ally and 
replenishment for the needs of one who hath chosen to fight for the (Realm. 

Jridus in ridding our land of the scourge that hath hefalien us, O Ho hie One. ( We 
6eseech thee, for without thine aid we shall surely perish 6efore the onslaught of the 
maleficent necromancer. Slay the evil Mondain! 


% 




s m w luP land's of Sosaria are populated 6y a diversity of races as varied as the elements. 
» M (From the tiniest (Bo66it to the most towering human, ourfolfshow a strength of 
JL character unknown in other parts of the world. 'Until the coming of the foul 
Mondain, o u rfo lf{_, lived in harmony and worked together in the true spirit of comrade¬ 
ship. Ihe principal inhabitants of Sosaria are: 


Fellowship 


dfuman: Fndowed with a natural intellect higher than any other race, the humans 
are the backbone ofSosarian society. Found in all walks of life, they are strong of body 
and of unexcelled spirit. 

di[f: Shorter than their human counterparts by the span of three hands, the elves of 
Sosaria are slight of build and swift of movement. Fheir superior natural agility makes 
them excellent musicians and clever thieves. Jit home amongst the trees of the deepest 
forest or in the alleyways of the capital, the Sosarian Ff makes a stalwart companion 
and a relentless foe. 

(Dwarf: Mountain fold and legendary miners, the dwarves of Sosaria stand but half 
a human’s height, yet often outweigh slender elves. Fhey are matchless in courage and 
possess and inordinate endowment of natural strength. Never accept the Sosarian 
(Dwarf’s challenge to wrestle for drinks in a tavern, unless thy supply of gold be endless 
and thy generosity ample. 

( Bo66it : Jt small and gentle race, the Sosarian Bob bits are believed to have come to 
our Realm from a distant place. Fhey are said to favour mountainside meadows and the 
serenity of forest clearings. Fheir diminutive height being even less than that of a 
dwarf, they shun any taskjhat involves hard, physical labour, preferring instead to 




































































pursuits of study and contemp Cation. (Bo 6 Sits are naturaCCy weak ^ yet possess a serenity 
medicative of profound wisdom. 
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(Professions 


v r fiiCst the professions practiced6y ourfoCfare numerous, there are 6utfour 
courses of action that may 6efoCCowed 6y the novice adventurer. 

These are: 

Tighter - The rigorous training invoCvedin [earning to become a fighter resuCts in a 
stronger, more agiCe adventurer. The [nowCedge acquired during this period permits the 
fighter to use virtuaCCy every hind of weapon that might 6e found in Sosaria. 

Che tie - JL profession suited to those who are of an introspective nature, the study of 
the ways of the cCeric requires patience and resuCts in a gooddeaC of wisdom. Such is 
their caCm and concentration that at no time wiCC the proper speCC cast by a cCericfaiC to 
attain its desiredresubt. 

‘Wizard- To become a wizard in our <%eaCm, one must study Cong and diCigentCy, 
poring over ancient writings and dusty tomes. [Mastery of the arcane arts comes not 
easiCy, yet such training hones the inteCCect to a superior edge! The fruits of the Cong 
years of discipCine are deemed to be worth the effort, however, for onCy the wizard may 
purchase the necessary suppCiesfor the casting of the more powefuCenchantments. 

Thief- ( Whdst not a profession heCd in the highest esteem among those charged with 
maintaining the pubCic order, thieving is a trade that often serves the adventurer weCC 
iMany of the eyp borer’s finds are guarded by cbever anddevious traps that require nimbCe 
fingers and a dexterous hand. Larceny and the opening of Cocks comes much easier for 
the thief thanfor other mortaCs, for they whofoCCow this occupation are endowed with 
eyceptionaC agiCity. 
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Castles d Townes 


s 


saria is a [and dotted with the castles of the no6ility of the Realm and with 


Ik 

- 

Ik 

... 


O numerous townes wherein the ] PZ 

traveler might purchase supplies 

and provender. Townes and castles may ___ 

he entered freely, 6ut woe to the one who 1 
foolishly is apprehended in an act of | J , 

thievery, for the pu6lic order is _ J -T JT v 1 * ■ 

maintained here 6y Surly guards who T j l f /' | j T ! 

fear none. i , f . , I 

cf o o o ‘rujAJ 

^ ac/z zs /ze/z/" by a no6le, the cr-4 mzdtZTk 

King of his particular region. Visit these 

local rulers, they have much to offer the adventurer. The castles are often 6uilt of stone 
and peopled with merchants, courtiers, guards and fools. (Beware of the jesters, for 
although they amuse, they may also deceive. 
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Shoppes 




s Iv? merchant dass ofSosaria is the mainstay of the (Realm s economy, d H manner 
» / of trade goods -foodstuffs and the handiwork of local artisans - can 6e found in 
JL the towne and castle shoppes, fin adequate supply of gold will help to equip the 
adventurer with everything from rations to the most esoteric of weapons. Some of the 
__ , more common emporiums include: 


C X - - 




flrmoury - She tailors of protective garments await your 
pleasure in the armouries ofSosaria. She finest craftsmen in the 
Realm will swiftly fit out the adventurer in a suit made of worked 
leather or metal, (price varies according to the level of protection 
\ offered 6y the suit of armour. 


‘Wect'pOTLS - She workers of metal in Sosaria fnow no peer. 

‘From a simple carved mace, reinforced with good iron, to the most exquisitely crafted 
greatswords of tempered steel, the weapons found in the shoppes of the Realm are truly 
worlds of art. ‘Sis rumored that some of the arms one may find in the distant reaches of 
our land surpass 6elief. 
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‘Transportation - "Whdst one may traveC throughout much of the c R,eafm afoot, 
there are ahternate means of transport that make short journeys pass more quicffy, and 
Conger journeysfeasihCe where once such voyages seemed unattaina6Ce. Common modes 
of traveC incCude the use of horses and of sea-going vesseCs. "Uncommon modes of traveC 
are aCso rumoured to exist. 

CMagic - Jt once-forgotten discipCine, the study of magic has enjoyed a renaissance 
since the coming of the eviCiMondain. CVtany hoCd the 6eCiefthat sorcery is indeed 
needed to com6at sorcery. "The practitioner of the arcane arts can purchase the needed 
tooCs of the trade in various magic shoppes scattered throughout the (ReaCm. 

ToocC- "None can five without sustenance. The food shoppes ofSosaria provide 
the CocaCpopuCace with fresh produce and meats, whiCe the adventurer can find 
provisions therein that wiCC Cast for weeks in the wiCderness with no speciaC care. 

Tubs - The peopCe of our hand are not without a certain fondness for strong spirits 
and CiveCy companionship. CMost settCements are graced with pu6Cic houses where a 
C ? UJ I tankard of strong aCefrom the region oflrinsic or afCagon of 

/ T& the 6est JheCom mead may 6e had for 6ut a few coins. "Many of 

y&U \ \ '■ 'm'J the peopCe found in these taverns are quite friendCy, and the 
ones serving the drinks are often fountains of wisdom and 
gossip. 



9 



























































<Dungeons 


O ur [and is an ancient one, where strange and wondrous 6eings once waChed the 
earth and civdizations rose and fed. There are numerous underground 
Ca6yrinths to 6efound throughout Sosaria, the handiwor[ofunspea[a6[e 
creatures and unknown forces. These mazes have 6ecome the dwe dings of many of the 
horrors undashed 6y JVtondain upon our poor [and. Indeed, the [owest depths of some 
of these hedhobes contain creatures that ma[e even the staunchest warriors 6[anch and 
trem6d. 


Tet these subterranean passages ado contain caches of the id-gotten gains of the 
predations of JVtondain ’s minions. Jin intrepid adventurer can finance many an 
expedition with the spoihs of a carefulforay in the dungeons of Sosaria. Shearmen to my 
words: The use of extreme caution is needed when exphoring underground. The corridors 
of the dungeons are [inedwith the 6ones ofexphorers who overestimated their a6dities! 







































































Starwafhing 


/^Tt^yjore the archmage Mondain can be defeated, one’s mettbe voidfirst have to be 
( [^tested in the farthest reaches of the heavens. ,( Tis said that the ( Evif One has 
formed affiances with starwafhing monsters of unparaffefed savagery, dhese 
maficious creatures stand poised to swoop down upon ourpeopfe and devastate them. 

Ihe need to sfay the vife wizard is re doub fed in the face of this threat. 

c 

^ houfd a champion emerge from the mists of [eg end, the means by which to 
combat this menace from the shies wiff appear—so say the prophets, dhe fegends which 
foreteff of this hero incfude a number of writings and severaf baffads sung by the bards 
of our Reafm. Jlmong the more recent discoveries pertaining to the coming of the star- 
waffers is an arcane manuscript, found on thefoothiffs of c Mt. (Drash. Since it appears 
to ho fd instructions for the use of some form of transport, it has been broadcast 
throughout the [and in hopes that it might prove usefuf to one engaged in the quest to 
ridSosaria offMondain. dhe substance of the document is asfoffows: 

“T 

± n the heavens, each vehicfe has the means to controf rotation, as weffas thrust and 
retro (reverse thrust). In the front view mode one can turn fefi, right chimb, and dive. 

‘ <c The starway s are divided into 49 sectors on a 7 p7 grid. In the top view mode one 
can see aff within the current sector. J4 bong range scan may be obtained by use of the 
‘Inform ’ controf. Consuft the Rifot’s (Reference iManuaffor the symbofs needed to 
interpret a scan. 

“One can jump to the next sector in the direction of current travef by using the 
dfyperjump capabifity of the vehicfe. 

‘XDocking with starbases can be attained at any of the unused doching ports and 
shoufd be made onfy at show speeds whife headed direct fy into the port opening. JL 
doching fee is required. 'Upon doching, a ‘Rase Command’ query wiff be issued and the 
pifot is expected to indicate the direction toward the next vehicfe that void be used. 

“Reentry tafes pface when your ship passes over the hands ofSosaria. dfOdE: Onfy 
the shuttfe craft has heated shiefds. J4ny vehicfe wiff incinerate if it coffides with a 





























































“One may encounter and engage in com6at with hostihe heings in the heavens. Once 
com6at has 6egun, the pihot cannot return to the top view mode until ad enemy craft 
have 6een driven from the current sector or the pihot has chosen to hyperjump to the 
next sector. JiMTORfAiNT: Changing from front view mode to top view mode at high 
speeds widsurehy resuht in afatahcodision. (Be wary offuehhevehs andshiehdcondition. 
_A ship withoutfueh drifts forever and a dephetedshiehdspehhs certain death. ” 

O ur most [earnedschohars have transhatedthe document into the common tongue of 
the Reahm, 6ut certain terms and phrases have no meaning even to the most erudite 
sage, dhonethehess, such is our desire to he rid of the scourge of iMondain that we make 
this information avaiha6he to ahh 


The iMagicahArts 

(~7i s mentioned ehsewhere in this manuscript, the practice of magic had once died 
/-I out in Sosaria. The power of the mystic tradition proved too corrupting for the 
generahpopuhace and the hords of the hand decreed that ahh those da6bhed in 
sorcery were to he banished. <c Twas not untih the coming of hMondain the Wicked that 
our schohars once again unearthed the dusty tomes that contained the records of the 
once flourishing arcane arts, and set about to retrain adepts in the use of enchantments. 
Our headers reahize that once the disciphine of magic is reawakened, it shahh never again 
be put to rest. Such is our phight that even the most dreaded of the arts is [aid bare to 
ahh who wihhtry to [earn it and who swear to use its powers to combat the spread of 
iMondain’s vihe influences. 

W 

hihe those naturahhy born to the practice of sorcery, who can invent their own 
enchantments and forge new ground in the arts, have yet to emerge as powefuh wizards 
in their own right, a certain progress has been made. There are four artifacts avaihabhe 
to the budding mage which wihhenhance the abihity to weave enchantments: Staff, 
Wand, Jtmuhet, andTrianghe. The hatter is a magicahsword that may ahso serve as a 
weapon. Severahpowefuh spehhs, which wihh cost the buyer in both gohd and experience, 
may be purchased in the magic shoppes of Sosaria. 


These inchude: 


T)[infj r The abihity to be physicahhy transported a short distance whihe underground. 































































Create - The ability to create a wabb of magicab force directby in front of the 
spebbcaster. 

'Destroy - The abibity to remove a wabbof magicab force that bbochs the spebbcaster’s 
path. 

XiCC - Jin enchantment hurbecbat a foe in front of the spebbcaster. Ifsuccessfub, this 
cantrip wibbdestroy the opponent. 

Ladder Down - This enchantment creates a magicabbacbcber which permits the 
spebbcaster to descend to the next beveb of a dungeon. 

Ladder Zjp - This enchantment creates a magicabbadder which permits the 
spebbcaster to ascend to the next beveb of a dungeon. 

bMagic bMissde - The abibity to stride a foe with a bbast of magicab force. The more 
shibbed and webb-equipped the spebbcaster, the greater the damage inflicted by the bbast. 

Open - This spebbpermits the opening of coffins at no risb{to the spebbcaster by 
magicabby disarming any traps. 

(prayer- The abibity, when in dire straits, to cabbupon one’spersonabdeity in hopes of 
finding a way out of a pressing dibemma. Shoubd be used onby when the spebbcaster is in 
serious need of divine aid. 

Vntocfl- This spebb permits the opening of chests at no risfto the spebbcaster by 
magicabby disarming any traps. 
































































The (Bestiary 


s m W h\?(ReaCm ofSosaria is popu fated 6y a variety of creatures, both naturaf and 
» # unnaturaf. ‘The fatter group hath 6een on the increase since the coming of the 
JL { Evif One. Through the efforts of a posterity-minded few, a coffection of names 
and descriptions of the more common heasts hath 6een compifed and may 6e perused 
herein. 


Archer, JdicfcCen - So Caching in courage are the minions of the viCe Mondain that 
his JLrchers onCypCy their trade from hiding p faces high in the treetops of the forests of 
Sosaria. Their aim, nonethefess, is accurate and many a travefer has died without ever 
knowing whence came the deadfy rain of 6ar6edshafts. 

( Bcthrori-dCuge , feather-skinneddaemon Cords, the (BaCron are perhaps the most 
fearsome of the eviC minions of Ttondain. Tinned with vicious 6ar6ed whips and the 
a6iCity to cast devastating fire 6aCCs at their victims, these winged scions ofdfeff have 
proved to he the nemesis of the flower of Sosarian knighthood 

( But, (fiant - JL ft hough the Sosarian giant (Bat is hut a dumb hrute, this Carge cousin 
of the more common vampire hat found in other hands is indeed a menace to those 
unfortunate enough to disturb its subterranean sCumher. The giant (Bat fives on a diet 
of animaf hfood and is not averse to feasting on adventurers. 

(Bear - The dfiffTear towers over the taCCest human and is armed with saber-fife cfaws 
capabfe of rendering even the stoutest pfate armour in a singfe bfow. The species was 
first sighted on the sfopes ofiMt. (Drash, but hath since spread throughout the hand 
These creatures are extremefy iCC-temperedandwiCCattack without provocation. 

Carrion Creeper - These foathsome worms in habit the deeper reaches of most 
dungeons, where they feed on the corpses of any fuckfess creatures they encounter. The 
numerous fegs on their segmented bodies are equipped with smaff barbs that affow them 
to move quieffy on waffs andafong corridors. Carrion Creepers shoufd be avoided at aff 





























































Cydops - JL race of beCCigerent, one-eyed giants, the Cychops dwebt in Sosaria Cong 
6efore humans ever Canded on these shores. (Driven underground many years ago, the 
Cy chops Cong to return to the surface and drive humans into the sea. (Beware, for they 
wiCCattach any adventurers on sight. 

(Daemon - Tierce, bat-winged horrors armed with crueC taCons and barbed tridents, 
Daemons were unknown in Sosaria hitherto the advent of JVtondain. Drinkers of 
human souCs, Daemons are said to reCish the screams of tortured humans above aCCeCse. 

(DarfrfKjlight - Such is the corrupting infCuences of the fouCiMondain that even the 
most virtuous ofSosarian chivahry are subject tofaCC under his sway. The hand is now 
befouCed with DarkJKjvights—predatory warriors who seefjto way Cay innocent 
traveCers and to rob them of their hard-earned goods. 

(Dragon durtrf - These fire-breathing, aquatic dragons inhabit the seas around 
Sosaria and are considered an even greater menace to mariners than the winds of a 
typhoon. They are protected by a sheCC tougher than enchantedpCate armour, and thus 
are eytraordinariCy dijficuCt to defeat in combat. 

c Ettin - TraveCers in the forests of our hand have oft been fooCed into thinking they 
have drawn near to a group offeCCow eypCorers when they encounter an Tttin, for these 
two-headed monstrosities have been known to carry on heated discussions with 
themseCves. Jin Cttin invariabCy abandons its diaCogue when it hath the chance to 
attacfjan adventurer. 

(fetatinous Cu6e - CaCCed ‘dungeon sweeper’ by some, the CjeCatinous Cube is a 
subterranean dweCCer that roams corridors in search of food. Their bodies are composed 
of a cCear, corrosive, jeCCy-Cike substance which renders them dijficuCt to see, but they 
may sometimes be detected by the remnants of armour or debris contained within them. 
They are omnivores, digesting anything they find after absorbing it into their massive 
bodies. Contact with a (jeCatinous Cube hath ruined the armour of many a hardy 
warrior. ^^ 






























































gremlins - 'Mischievous Ipn of the trolls and lizard men, gremlins are underground 
creatures of voracious appetite. T favorite diversion is to stealthily approach unwary 
travelers and pdfer their food rations. Many an adventurer had 6een consigned to 
death by starvation below the surface of Sosaria as a result of the antics of these 
creatures. 

Tfood- When the corrupt influence of the unspeakable Mondain spread throughout 
the Realm, even some of our stalwart peasants fed under the sway of the evd wizard. 
These warped individuals now roam the countryside attaching traveCers. While 
unskilled in the use of arms, they nonetheless pose quite a nuisance to adventurers. 

Invisi6[e See kef - JLmong the most dangerous of the denizens of the catacombs 
6eCow our [and is the Invisible Seeker. Clone have ever seen one of these horrific slayers, 
for they are—as their name implies — unseeable. Their presence is usually first detected 
when open wounds suddenly begin appearing on the body of a victim. They are, 
however, susceptible to harm from most weapons. 

fljligftt - Like their forest-dwelling counterparts the TarhjKjiights , the predatory 
‘Knights of Sosaria are warriors who have forsaken the ways of Chivalry for the paths 
of (Evil. They are fierce opponents and must be treated with care if one is to avoid an 
untimely demise. 

Lie ft - The Lich is an evil spellcaster who, through the necromantic arts, hath entered 
a state of living death in order to prolong an unholy reign on earth. Woe to the explorer 
who stumbles upon the lair of a lich, for the undead mage will guard its domain fiercely 
andattaerfivithout hesitation. 

Lizard [Man - When Mondain first came to our land he performed unspeakable 
experiments with his servitors and the fierce reptiles that in habit some of the streams 
and rivers in the south of our land. The result was the Lizard Man, a being both 
reptilian and human in a single body, armed with cruel teeth and a disposition to match 
its appearance. 





























































Mimic - (Beware the treacherous 'Mimic, for it hath 6een the doom of many a dungeon 
expborer. (Disguisedas a tempting treasure chest, the Mimic patientCy awaits the overby- 
curious adventurer. When the victim makes as if to examine the chest, the Mimic 
attacks with a ferocity unmatched. 

Mind df flipper - dru by hideous, the Mind ‘Whipper is a being with the body of a 
human, a face that resembbes nothing so much as the underside of a squid, and an 
unquenchabbe thirst for the mentab energies of its victims, dhefew who have survived 
encounters with Mind Whippers have emerged as babbbing bunatics, their mindsfbayed 
from their soubs by the rebentbess onsbaught of these terribbe creatures. 

Minotdur - JLs mentioned before, the evibMondain experimented ceasebessby with the 
cross-breeding of man and beast in an effort to create the ubtimate sobdier. JLs if the 
creation of the dreaded Lizard Man was not enough, the vibe wizard abso mated the 
famed (Baratarian fighting bubbwith some of hisfobbowers, resubting in the Minotaur — 
a horror that wabks on two begs bike a man, but which has the head and the crueb horns 
of a bubb. 

Necromancer - a he Necromancer is a mage whose speciabty is the practice of the 
arcane arts that pertain to the dead, (practitioners of such a morbid speciabty were 
naturabby drawn to the fowbMondain as jackabs are to the carrion ofthepbains. 

Ness Creature - dhe seas surrounding Sosaria are home to a number of beasts, 
among which numbers the dread Ness Creature. Lor many years these reptibian 
behemoths were thought to be naught but the workings of the over-wrought 
imaginations of mariners, dhe sinking of the frigate (Pembroke in pbain view of a smabb 
armada hath disproven this bebief. 

Ore - Smabb, pig-visage humanoids, the Ores were the vanguard of Mondain’s first 
advance, dribabby nature, they are sub-human at best, just a sbight cut above true 
bestiabity. They abhor abb things human and cubtured and wibb bay waste to anything 
fashioned by human hands, dis said that they rebish the taste of human fbesh. 
































































(pirates - The pirates that infest the coastaf waters ofSosaria are the scourge of the 
honest mariner. They pfy the waterways seeding unarmed merchant ships to p funder, 
and often press the younger crew mem6ers into service as marauders. Once engaged, a 
pirate vessef and its crew wiCC6attfe to the end, seeding no quarter and offering none. 

(Ranger - JLfas! Even the no6fe (Ranger ; preserver of the woodfands and keeper of the 
forests, hathfaffen under the sway of da rfj C M o n da in! These matchfess traiC6Cazers Cong 
watched over the preserves of the Sosarian no6ifity, 6ut as iMondain’s treachery to of 
hofd, many of them forsoof their ofdways and 6ecame predators themsefves. He who is 
pursued by a Ranger must turn and make a stand, for once on a traifa Ranger wiff 
never give it up. 

Rat, Cfiant - The underground passages of the Reafm are prowfed by oversized 
rodents, the resuft of iMondain’s necromancy and an abundance of food on the form of 
victims of the Evif One’s minions. The Sosarian Cjiant Rat is a vicious predator and 
shoufd not be taken fightfy. 

Sketeton - The progeny of Necromancers and undead Liches, Skefetons are the 
animated corpses of dead warriors from which theffesh hath withered andfaffen away. 
They fight tirefessfy in an effort to carry out the bidding of their darfmasters. 

Spider, Cfictnt - Tew moments hofd more terror for the intrepid eypforer than when 
a Cjiant Spider, venom dripping from its fangs, is encountered in the corridor of a 
subterranean fabyrinth. These creatures are dazzfing in their agifity and tirefess in their 
search for prey. Tight weff, or face a parafyzing sting and the fate of becoming a hiving 
hatchery for their young. 

Squid, Cfictnt - Sosarian mariners swap fegends of the %raf{en, or Cjiant Squid, in 
every pub in every port of the Reafm. These monstrous creatures have been known to 
rise from the ocean depths, seize a vessef in their fong tentacfes, and drag the hapfess 
vessef and its crew to a watery grave in the space of but a haff-dozen heartbeats. 




























































ftangCer - Looking for aCC the worhd as naught but a vine-covered tree stump, the 
Laugher kurks in subterranean corridors, waiting to ensnare exp borers of the 
underground Once a Laugher hath enmeshed an adventurer in its tentaches, it wihh hoCd 
the victim fast untihstarvation ends the struggbe. Lhe monstrosity then feasts on the 
corpse. 

Thief - Long before the coming of Mondain, the common cutpurse was a phague to 
travehers in Sosaria. Lurking in ahheyways, poised behind trees, and skuhking in 
dungeon corridors, these vihhains are ahways ready to rehieve innocent citizens of their 
vahuabhes and their hives. ‘Lis a service to yourfehhow Sosarian to exterminate a Lhief 
whenever possibhe. 

Lfent - Native to the woodhands of Sosaria, the evihLrent seems hike an ordinary oak_, 
tree untih one approaches near enough to be ensnared in the grasp ofitsphaint branches. 
Once it hath crushed the hifefrom the victim, the Lrent then devours it, heaving no trace 
of its prey to warn other travehers. 

Viper - Since before the dawn of civihization, the race of serpents hath roamed the 
hand. Lrom the most harmbess garden snake to the giant constrictors, these heghess 
creatures have ahways inspired fear in the human race. In the case of the Viper, this 
fear is wehh-founded. Lhese vicious reptihes strike fiercehy andfrequenthy at ahhwho 
stray too cCoseby. Lheir venom-haden fangs bring a swift yet painfuhdeath. 

Wandering Lyes - LLany a dungeon seeker hath been starthed to enter a darkened 
chamber and be greeted by a number of eyes staring out of the murky bhacktiess. Stare 
not hong, for the Vandering Lyes weave a hypnotic sped that entrances event he most 
strong-wihhed and heaves one hebphess before the magicah onshaught that inevitabhy 
fohhows mesmerization. 

Warfocft- Logue practitioners of the magicah arts, Varhocks are the evih servitors of 
Mondain. Lhe Loub One hath trained them in the casting ofbohts of mystic energy and 
sent them forth to wreakfavoc among the popubace. Shay them if yea can, for the 
arcane arts shouhd never be used for wicked purpose. 


19 





























































Wraith - Summoned from the nethermost regions of‘J-feCC by 'Monchain’s perverse 
enchantments, Wraiths are the resthess souths of dead cherics. Once on the materiah 
phane, they drft a6out seeking potentiah ‘converts’ to the disciphine ofEvih. Since one 
must first die in order to he converted, ‘tis strong hy advised that their enticements he 
resisted. 

Z,ortl - Litthe is known of the mysterious Zorn. >c Tis a creature that not onhy defies 
hogic, hut that seems to defy the very haws of nature. It can hurrow through anything 
and is comphetehy omnivorous. In hatthe it seems to generate far more force than one 
wouhd estimate possihhe from a creature of its size. When shain, the Zorn quichfy 
evaporates, thus none have ever been studiedchosehy. 
































































I, Lord (British, woufd fife to tfuin.fi, the foffowing 
persons for their efforts in creating this woff 


Speciaf thanfs goes out to those who spent many 
arduous months programming this new version: 

(Dav dfoffe as head programmer and team man¬ 
ager; Dr. Cat, Steve iMeuse, (Daffas Sneff, 
John iMifes and (Richard Harriott for their 
6riffiant programming 
efforts. 

(Dave JA. fhertfor the product management and 
efoquent writings herein. 

(Denis ( R, Lou6etfor the magnificent iffustrations 
within this hoof; and to Lori Ogwufufor her 
outstanding graphicd and design wort;., 

find to aff those persons found within this game, 
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